
L2 Button 
LI Button 
SELECT 

DIRECTIONAL 

PAD 


LEFT STICK 

(Not Used) 

FIELD SCREEN 
LI Butt on Not Used 
L2 Button Not Used 
Directional Pad 


Move Up/Down/Left/Right/ 
Diagonally: Move the Cursor 

S elect Not used _ 

Pause/Restart a Game 


R1 Button If pressed during a move, 
the Character walks slowly 

R2 Button Not Used _ 

© Button Open a Menu; 

Cancel a Command 

© Button Not Used 


Button Talk to a Character; 
Execute a Command 

® Button Not Used 


Select 

Start 


R2 Button 
R1 Button 
START 
© Button 
@ Button 
© Button 
© Button 


RIGHT STICK 

:U (Not Used) 

BATTLE SCREEN 
LI Button Increase the Special 
Technique Power _ 

y Button Not Used _ 

Directional Pad 

__ Select a Battle Icon or Item 

Select Switch the Opponent's HP 
Display On/Off 


Start Pause/Restart a Battle 
R1 Button Increase the Special 
Technique Power 

R2 Button Not Used 
© Button Open Item menu; Cancel 

© Button Not Used 


© Button Execute Command for 

Battle Icon or Item Selection 

® Button Use a Special Technique 
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** HOW TO RAISE YOUR DIGIMON 

The Digimon that you raise will age one year 
every 24 game hours. As he ages, his looks 
will digivolve as well. How the Digimon digivolves 
changes in response to how you raise him. 

By changing how you train or discipline the 
Digimon, you can change which of the many 
different Digimon he may digivolve into. 


■ THREE KEY ELEMENTS THAT AFFECT DIGIVOLUTION 

1. Care Mistakes: The number of care mistakes made in areas such as food, 
sleep and bathroom is important. In some cases, you must increase the number 
of care mistakes in order to make your Digimon digivolve into a particular Digimon. 

2. Weight: Digimon's weight at Digivolution makes a difference. If you want your 
Digimon to digivolve into a big, heavy Digimon, put on weight by increasing his food. 


3. Parameters: Digimon's Parameters (see p. 10) at Digivolution are important. If you 


want your Digimon to digivolve into a strong Digimon, keep his Parameters high. 


m DIGIMON SPECIALTY 
FIRE: Offensive Specialty, uses flame 
or heat energy as a Technique. 
BATTLE: Attacks using physical , 
strength. He's good at increasing 
his own power. 

AIR: Controls the power of wind 
and electricity. Specializes in overall 
or indirect attacks. 


NATURE: Specializes in using poison or 
scent He's good at Special Abilities water. 
ICE: Controls water freely and is able 
to create cold air by freezing. 

MECH: Able to control data directly 
from Digital World. Available only to 
an Ultimate Digimon. 

FILTH: Dirty things such as poop. May 
be powerful against some opponents. 


There is a relationship between each Digimon's Specialty and the Techniques they use. For example, a Digimon 
with the Ice Specialty would use water in a powerful way, but would use fire weakly. 


Q 



iought balloon 
itir Digimon, 


Poop: Digimon needs to go to the 
bathroom. If you don't get him 
to a toilet in time, he will go in a 
field, increasing his "Virus" gauge. 

Sleep: Digimon wants to go to 
sleep. Select "Sleep" (see © 
below) from Menu screen. HP 
and MP levels will fully recover, 
and your game status can be 
saved in memory card. 

Sickness: Pushing your Digimon 
physically (like not letting him 
sleep), may make him sick. Cure 
him by using the correct Item (see 
p. 20) or by taking him to a clinic. 


Food: Digimon is hungry. Feed 
him by selecting Food" from 
Item screen (see p. 20) and 
then select “Use." 

Injury: When Digimon is attacked 
in battle, arid his HP (see p. 10) 
is low, he may get hurt. Heal the 
injury by using the correct Item 
(see p. 20) or taking him to a clinic. 


Tiredness: Your Digimon is very 
tired. Go to Jijimon’s house and 
see Punimon, so he can rest. 

HP and MP levels will increase. 


Praise: Choose © to praise your Scold: Choose © to scold your 
Digimon partner. When you do Digimon partner. When you do 
this, his "Happiness" will increase, this, his "Discipline" will increase, 
but his "Discipline" will decrease. but his "Happiness" will decrease. 
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M TRAINING 

To improve your Digimon partner, training 
is needed. When you train a Digimon, game 
time advances 1 hour. Depending on the 
Digimon's Specialty, some abilities are easy 
to improve and some abilities are hard to 
improve. Plan ahead. 


Normal Training: Abilities do not 
increase a great deal, but some 
improvement is guaranteed.. <«« 


Bonus Try Training: When successful, 
abilities increase a great deal. But 
take care in case the training fails. 


0 ' TRAINING AT THE GREEN GYM 
TRAINING EFFECT 


Boulder Moving: Boosts Max HP level 


Punch Glove: Boosts Defensive Power 


Running: Boosts Speed 


Classroom: Boosts Intelligence 


Waterfall: Boosts Max MP level 


Strike: 


Boosts Offensive Power 


0 LEARNING A TECHNIQUE 

Your 0igimo1i partner can learn Techniques (see p. 11,15) according to his 
Specialty (see p. 16) while in the course of an adventure. In some cases he 
will leant Techniques during training, buttfiisjs rare. Mostly, he will learn 
Teihnit|iies by watching Ins opponents use tlifem m battle 



* INHERITING CARE DATA 

In sor e - r C ^ '•on ma/ fade away and be reborn during an adventure. 

At that tune, the D g >~o gives birth to a Digitama, a Digimon egg, using his last 
bit of energy, ThisDigitama may inherit the Care Data. Care Data is the record, 
of how vt ell you cared for your Digimon.The Digimon's cause of fading away 
determines whether or not Care Data will be inherited. 


If a Digirndh fades away at the end 
of a not mat life span, it will give birth 
to a good Digitama who inherits all 
the Digimon s abilities 


If a Digimon fades away as a result of 
sickness, or if a Digimon loss's ail LIFE 

in the course of losing a battle, the 
Digitama will not inherit most abilities 


All the,Techniques the Digimon had 
learned will be inherited. 


Digitama may forget Techniques 
learned by Digimon. 


The kind of Digitama will be chosen 
randomly. 


A player can choose what kind of 
Digitama he wants. 


By letting the Care Data be inherited through many generi 
a powerful Digimon, who has mastered many Techniques. 
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